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Set on the northeast border of Albion and Thuland the Maunderlak saga charts the adventures 
of a group of retainers in the service of one Sir Reginald Grimm. 


Sir Reginald is an elderly knight in his early 60’s and is starting to fade in his later years. He 
has a habit of relating the stories of his youth and his past adventures, although these are now 
so old that most of the current generation think of them as made up. 


His liege is Baron Redmount of Maunderlak Castle (also known as Mounderlak and 
Maunderlake depending on which local dialect you speak) in the far north and east of Albion, 
on the border with Thuland. The nearest town in Thuland is Brymstone, a port and trading 
town of some repute. 


Sir Reginald is one of the Baron’s estate stewards and is directly responsible for the welfare 
of the small farming village of Garric, and its inhabitants. This job involves keeping the 
peace, patrolling the border and hunting down any criminals, from both sides of the border, 
that end up in the area around the village. 


Our story starts as the party is assigned to yet another border patrol. They wear the Baron’s 
livery in the form of surcoats in the baronial colours with his crest embroidered on it. 


Sir Reginald has been alerted that a raiding party has been seen on the other side of the 
border to the north. He wishes to pre-empt any issues that they may be trying to cause. 


Heading due north towards the border along a minor road that leads over the border and 
eventually in the direction of Brymstone, the party have travelled less than five miles from 
the village when they find an abandoned cart, a dead horse, and the bodies of a pair of 
women, one on the roadside and one in the cart, stretched over two barrels in the back. 


From the clothing they wear, the women seem to have been accustomed to hard work but 
were definitely not farm hands. Neither has any weapon but both have empty dagger sheaths. 


The cut purse strings attached to their belts and lack of purses tell a tale. 


Both barrels in the cart are filled with salt but the bed of the cart shows scrape marks indicat- 
ing that other heavy items have been removed from it recently. 


Anyone looking for tracks will find them on a successful Tracking Roll (see pg. 63 of the 
Core Book or pg. 26 of Out of the Shadows). They lead from the rear of the cart to the west/ 
left and head towards the trees. 


Unless the party have taken special precautions to scout out the edge of the trees, they will 
most likely be unaware of them being watched. If they do take precautions, then they must 
deal with the watchers. Three watchers hide in the tree line to the left of the road, the exact 
placement is up to the GM. 


Thulandic Raiders - 1st and 
2nd Groups 


Attack 14 

Shortsword (48, 3) 

Bow (d6, 4) - 6 Arrows each - 
Defence 5 s uam 
Armour Factor 2 (Leather) mpi 
Evasion 5 i = şi 
Reflex 11 | ar 
Stealth 19 

Perception 9 

Magical Defence 4 
Health Points 9, 10, 11 
Movement: 10m 
Rank-equivalent: 2nd 


These are actually members 
of a group of assassins that 
are currently disguised as 
Thulandic raiders. 


Should the party manage to 
kill any of the raiders, they 
will find no treasure on the 
bodies. 


The Assassins will fire three 
rounds of arrows at the 

party, aiming to wound as 
many of them as possible, and 
will then slip away. 
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Due to their disguise, none of the assassins have any of their usual equipment оп them. 


What they do each have is a cheap looking ring each. The design of each is different but each 
shares a common use, the storing of a small amount of a fast acting poison in powder form. 


In the highly unlikely event that the party captures a live assassin, the assassin will do their 
utmost to take the poison at the earliest opportunity. 


Once the encounter with the ‘Raiders’ has finished, regardless of the outcome, unless the PCs 
are very lucky, one or more will have been injured. 


The option to fall back to the manor with Sir Reginald is going to be on their mind unless 
they are only very lightly injured. 


If they choose this then the next day when they return to track the ‘Raiders’, make it seem 
that it is harder than normal. Give them plenty of encouragement but have the trail go a little 
cold before picking it back up. 


The ‘Raiders’ actually want to be found but will make it hard enough to track them that it 
seems like they are trying to get away. 


The trail leads off through the forest, first west then almost due north. By the time the party 
gets close to the edge of the forest they are over the border and into Thuland, but unless a PC 
has been keeping a very close eye on where they are do not tell them that. 


THIS WILL BE A VITAL BIT OF INFORMATION LATER THOUGH. 


When the party does finally break out of the forest, the trail leads to a river with a set of 
rapids that can be crossed with care. 


If PCs openly state that they are taking the crossing slowly (half speed or less) then they 
can cross without any checks. Otherwise, they will need to make a Reflexes roll to cross the 
rapids without falling in. 


Those that do fall in are swept off the rapids and have to try to swim to shore. 


Each round that they are in the water they are carried a number of squares (5 feet) equal to 5 
- half of their Armour Factor (rounded up). 


For those in non-metal armour this is not easy but as they are not massively weighed down 
and they can move at half pace whilst swimming. 


Those in metal armour need to make a strength test to manage to swim at half speed. If they 
fail to do so, they are swept further downstream without moving closer to the shore in either 
direction. 


Anyone rolling for the test will take 1HP damage from drowning each time they roll а 20. 


Anyone who is swept off the map by the river will eventually be able to make it back but are 
effectively removed from this encounter. 


On the other side of the rapids is a small pond that has a camp beside it. There is a fire lit 
with food cooking on it. This is once again a trap. 


As the party approach the river, they will see a figure spot them and leave the camp, running 
due north. This is a decoy and designed to lure them in as fast as possible. 


There are three more ‘Raiders’ plus any that survived the initial encounter hiding in the trees 
on both sides of the river. They will wait until the party are partially across before shooting at 
them with arrows. They will only enter close combat if they have no other choice. 
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This time the PCs will have little choice as to complete their task they must catch at least 
one of the Thulandic raiders to bring back. 


The ‘Raiders’ in the forest have by this point slipped away and no matter how good the PCs 
roll they will not be able to follow them. 


This only leaves the one that ran away at the beginning. 


If the PCs stop to quickly search the camp they will find some water skins, the meat on the 
fire is well cooked and seasoned as you would expect from someone who grew up cooking 
in Thuland. The PCs can eat it there or take it with them. 


They also find two empty leather purses with cut strings thrown into the fire. The purses are 
far enough out of the coals that they are just a little scorched and not yet burnt. 


Regardless of the speed that the PCs set off at, the ‘Barbarian’ that they track stays ahead of 
them, all the way until they reach an old road. Any of the PCs with Tracking skill will notice 
that the pace of the one that they follow is slowing down. This is intentional and should give 
the PCs the illusion of catching him before nightfall but it will not happen. 


In fact the ‘Raider’ is leading them into yet another trap. 
The trail leads to an old road that after a few miles leads into a lightly wooded area. 


If any of the PCs check they will discover that the trees here are mostly types of fruit and 
nut trees, not the usual fare for this region. 


The road leads up to the front of a damaged and abandoned building, the monastery. 


Maps used with permission from H 
The ruins of this building are of an unfamiliar design, neither Thulish, nor in the Albion 
style, yet having features that are close in how they look to both that it is obvious it was built 
by locals. 


What the PCs do not know is that in its day this was a religious refuge and sacred place to a 
clan of Dwarves that lived in the local mountains. They farmed here and provided fruits and 
nuts to the local Dwarven lord as a tithe. 


The clan has long since left the area, leaving around the time the Selentine Empire finally 
pulled out of the area south of here in Albion, but the remains of the monastery still stand, a 
testament to the skill of the builders. 


Above the entrance to the courtyard 15 an inscription. 


ВИ NART РВН NTN RH PHNKNSRA МУР qT$I 124 


Guide to the Monastery 


01 - Watchtower 

02 - Visitors’ Bedroom 

03 - Visitors’ Day Room 

04 - Tool Room / Workshop 
05 - Gatekeeper’s Room 

06 - Brothers’ Bedrooms 


07 - Dressing Room 
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08 - Abbot’s Room 
09 - Common Room 
10 - Chapel 

11 - Library 

C1 - Corridor 

C2 - Corridor 


C3 - Corridor 


Whilst the walls and some 
parts of the roof have stood 
the test of time there are 
enough holes in both to show 
that entry has been forced in 
here more than once. 


All of the doors are made 

of stone, not wood, and are 
cunningly hinged that even 
now most of them swing 
easily when pushed or pulled 
upon. 


The windows are all of an 
open frame type that once had 
shutters on them, these have 
either been broken or taken 
off at some point. 


The main doors to the 
courtyard lay on the floor in 
pieces but once would have 
stood up to the battering of 
the harshest winter storm. 


C1 - This corridor links the 
main entrance to the Library 
(11) and the Guest Rooms (02 
and 03). The walls here are 
sound, as is the window at 
the south end of the hall. 


C2 - Leading from the main 
doors from the courtyard to 
the Chapel (10) this corridor 
also connects to C1 and C3 


C3- What was once a closed 
corridor that connected the 
courtyard, through a small 
door, to the Monk's Chambers 
(06 and 07), the Abbot's room 
(08) and to C2 is now open on 
the eastern end where a wall 
has been pulled down, 


taking also the eastern most 
room with it. 


A statue stands at the eastern 
end of it though, untouched 
by the years. 


01 - The Watchtower 


This is the one structure that 
had multiple floors in it. The 
upper floor has long since 
succumbed to weather and 
time. 


The stairs have taken even 
more damage, leaving both 
the upper floor and stairs 
dangerous in the extreme if 
anyone tries to scale them. 


02 - Visitors? Bedroom 


With the remains of two beds 
in it, this room would have 
been a snug and secure place 
to spend the night whilst 
visiting the monastery. 


03 - Visitors’ Day Room 
Having easy access to the 


Library and the courtyard 
from here would have made 


Now all that is left is a stone 
workbench and the rusty 
stains of the metal parts of 
tools long since vanished. 


05 - Gatekeeper's Room 


Manned at all times of the 
day and night, the Gate 
Keeper would have been 
responsible for ensuring that 
visitors’ steeds were stabled, 
fed, and watered. 


Unfortunately this room has 
been used more recently for 
other tasks and the remains 
of an adult male lay on the 
floor next to a very roughly 
made chair. The chair has the 
remains of rope restraints on 
the front legs and the back. 


06 - Brothers? Bedrooms / 
Cells 


This was obviously but a 
small monastery as there are 
only four cells here for the 
brothers. 


These cells have been 
used for other purposes 
recently and the remains of 


the time at the monastery easy four bodies, one adult male, 


for visitors, as the remains 
of the well made furnishings 
attest. 


04 - Tool Room - Workshop 


Here you find the remains 

of the tools that once were 
used to tend the orchards that 
surround the monastery. 


one much older female and 
two younger women are in 
here. 


АП four bodies have 

a collection of wounds 
inflicted upon them, and in a 
manner that suggests that they 
were tortured and suffered 
greatly before death. 


07 - Dressing Room 


The walls are lined with 
shelves, now twisted with 
age, and covered in the dusty 
remains of clothing. 


08 - Abbot’s Room 


Once the private sanctum of 
the abbot, this room has been 
used more recently as a din- 
ing area for whoever stayed 
here. The bones of a roasted 
deer litter the floor as does 


09 - Common Room 


This rubble and fungus 
choked room once served 

as the meeting place for the 
abbot and his monks. Alas, it 
is a long time since any such 
gathering has been held here. 


10 - The Chapel 


Quite easily recognised as 

a chapel, the strange thing 
about this is that where the 
altar would be in a chapel of 
the True Faith, there is just a 
large anvil in front of what 
remains of the benches that 


The staircase in the far north fill the room. 


west corner shows only a 
wall of debris at the bottom, 
most likely what rooms or 
tunnels were below have col- 
lapsed at some point, sealing 


the remains of loaves of bread off the underground level 


and other travel foods. These 
remains are fairly fresh. 


entirely. 


11 - The Library 


The western wall of this once 
great room has been long-ago 
breached, unknown whether 
by the elements or by some 
long-forgotten raiding party 
that sought treasure but failed 
to understand the true treas- 
ures that were held in this 


room. 
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The PCs will have around about an hour after finding the monastery to search it all before 
they realise that they have lost all signs of where the ‘Raider’ went too after reaching the 
monastery. 


Shortly after this all of the PCs need to make a perception check (pg. 63 of the Corebook) 
with appropriate modifiers. Those that pass will hear noises from the woods outside. 


Anyone going out to scout out the noises will find a warband of Thulandic warriors 
approaching from the south and east in small groups. They are not being very stealthy. 


If the PCs hang around long enough to overhear anything, and they speak Visic, then the 
following is overheard. 


The warrior in charge is Jarl Sigmund. 


The warband is here investigating what has happened to a family of farmers that vanished 
after a raiding party from Albion came over the border and raided a farm. 


The warriors are unhappy as the raiders have now ambushed them a couple of times but they 
have not been able to catch up to them. 


If the party decide to run instead of fighting, and it would be a good idea if they did, then the 
only open route to them is to head further north now, into the foothills of the mountains, and 
hope to be able to swing around and head home later. 


Thulandic Warband Thulandic Warriors - The others have fallen to 
Barbarians ambushes by surcoat clad 
Jarl Sigmund - attackers that led them this 
Barbarian Attack 14 way. 
Longsword (d8, 4) 
Attack 16 Defence 6 If the PCs let their presence 
Longsword (d8, 4) Armour Factor 4 (Mail) + be known, and they do not 
Defence 8 Shield retreat straight away, they will 
Armour Factor 4 (Mail) + Evasion 5 be attacked. 
Shield Reflex 9 
Evasion 5 Stealth 13 If they are captured and then 
Reflex 11 Perception 5 the bodies are found it will 
Stealth 14 Magical Defence 3 not go well for them. 
Perception 6 Health Points 11, 12, 13 x 2, 
Magical Defence 5 14, 15 Jarl Sigmund will inform 
Health Points 15 Movement: 10m them of the group of surcoat 
Movement: 10m Rank-equivalent: 1st wearing raiders was spotted 
Rank-equivalent: 3rd near to the raided farm. 


The 6 warriors are all that is 
left of the warband of 10 that This is of course not the PCs 
started the journey. but he does not know this. 
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Doors to the monastery courtyard as they would have appeared when in operation 
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Inscription above the doors. 


